Appl. No. 10/775,299 



Amendments to the Claims : 

This listing of claims will replace all prior versions, and listings, of claims in the 
application. Please cancel claim 30. Please amend claim 25, as follows: 

Listing of Claims : 

1-24. (Cancelled) 

25. (Currently amended) A method for caching texture data stored in a 
memory, comprising: 

assigning a first identification (ID) number to a first block of graphics data; 

storing the first block of graphics data at memory locations in the memory having 
corresponding memory addresses; 

caching at least a portion of the first block of graphics data; 

storing for the cached portion of the first block of graphics data tags related to the 
memory addresses at which the cached portion is stored in the memory and the first ID number; 

assigning a second ID number to a second block of graphics data; 

storing the second block of graphics data in at least a portion of the memory 
locations in the memory; 

caching at least a portion of the second block of graphics data; and 

storing for the cached portion of the second block of graphics data tags related to 
the memory addresses at which the cached portion is stored in the memory and the second ID 
numbe r, in the event a stored tag for graphics data of the cached portion of the first block of 
graphics data has the same tag for graphics data of the cached portion of the second block of 
graphics data, replacing the first ID number associated with the graphics data of the cached 
portion of the first block of graphics data with the second ID number for the graphics data of the 
cached portion of the second block of graphics data . 
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26. (Previously presented) The method of claim 25 wherein storing the first 
block of graphics data and storing the second block of graphics data comprises storing a first 
block of texture graphics data and storing a second block of texture graphics data, respectively. 

27. (Previously presented) The method of claim 25 wherein storing the first 
block of graphics data in the memory and storing the second block of graphics data in the 
memory comprises storing the first and second blocks of graphics data in a computer system 
memory. 

28. (Previously presented) The method of claim 25 wherein assigning the first 
and second ID numbers comprise assigning a value corresponding to a frame number for a 
graphics frame being rendered. 

29. (Previously presented) The method of claim 25 wherein assigning the first 
and second ID numbers comprise assigning a unique value to the blocks of graphics data. 

30. (Cancelled) 

31. (Previously presented) A method for providing graphics data of blocks of 
graphics stored in a memory in response to a request, comprising: 

storing blocks of graphics data in the memory; 

assigning a value to the blocks of graphics data stored in the memory 
corresponding to a frame number for a graphics frame for which the graphics data of the stored 
block of graphics data is used; 

storing a tag and the value for each cached block of graphics data; 

requesting graphics data corresponding to a requested tag and value; 

comparing the requested tag and value to the stored tags and values; 

providing the cached block of graphics data corresponding to the tag and value in 
response to both the requested tag and value matching a stored tag and value; and 
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otherwise, retrieving the graphics data from the memory corresponding to the 
requested tag and value and providing the same in response to the request. 

32. (Previously presented) The method of claim 31 wherein storing blocks of 
graphics data in the memory comprises storing texture data of texture maps in the memory. 

33. (Previously presented) The method of claim 31, further comprising in the 
event the requested tag matches a stored tag and the requested value does not match the stored 
value associated with the matching tag, caching the retrieved graphics data corresponding to the 
requested tag and value and replacing the stored value associated with the matching tag with the 
value of the retrieved graphics data. 

34. (Previously presented) The method of claim 3 1 wherein storing the tag 
and the value for each cached block of graphics data comprises storing the tag in a tag portion of 
a tag cache and storing the value in a ED value portion of the tag cache. 

35. (Previously presented) A method for providing graphics data of blocks of 
graphics stored in a memory in response to a request, comprising: 

storing blocks of graphics data in the memory; 

assigning a unique value to each of the blocks of graphics data stored in the 

memory; 

storing a tag and the value for each cached block of graphics data; 

requesting graphics data corresponding to a requested tag and value; 

comparing the requested tag and value to the stored tags and values; 

providing the cached block of graphics data corresponding to the tag and value in 
response to both the requested tag and value matching a stored tag and value; and 

otherwise, retrieving the graphics data from the memory corresponding to the 
requested tag and value and providing the same in response to the request. 
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36. (Previously presented) The method of claim 35 wherein storing blocks of 
graphics data in the memory comprises storing texture data of texture maps in the memory. 

37. (Previously presented) The method of claim 35, further comprising in the 
event the requested tag matches a stored tag and the requested value does not match the stored 
value associated with the matching tag, caching the retrieved graphics data corresponding to the 
requested tag and value and replacing the stored value associated with the matching tag with the 
value of the retrieved graphics data. 

38. (Previously presented) The method of claim 35 wherein storing the tag 
and the value for each cached block of graphics data comprises storing the tag in a tag portion of 
a tag cache and storing the value in a ID value portion of the tag cache. 

39. (Previously presented) A method of caching blocks of graphics data 
stored in a memory, comprising: 

assigning an identification (ID) number to blocks of graphics data stored in the 

memory; 

storing a tag and an ED number for each cached block of graphics data; 

comparing a requested tag and ID number to the stored tags and ID numbers; 

in the event that the requested tag and ID number matches one of the stored tags 
and ID numbers for a cached block of graphics data, providing the block of graphics data to 
which the matching tag and ID number are assigned; and 

in the event that the requested tag matches one of the stored tags and the 
requested ID number does not match the corresponding stored ID number, retrieving a block of 
graphics data corresponding to the requested tag and ID number, storing the tag and ED number 
of the retrieved block of graphics data, caching the associated block of graphics data, and 
providing the retrieved block of graphics data. 
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40. (Previously presented) The method of claim 39 wherein assigning the ID 
number comprises assigning a value corresponding to a frame number for a graphics frame being 
rendered. 

41. (Previously presented) The method of claim 39 wherein assigning the ID 
number comprises assigning a unique value to the blocks of graphics data. 

42. (Previously presented) The method of claim 39 wherein storing a tag and 
an ID number for each cached block of graphics data comprises storing the tags in an address 
portion of a tag memory and storing the ID numbers in an ID portion of the tag memory. 



Page 6 of 7 



